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Gates, Galaxies, and Globalization:







One of the more obvious advantages of science fiction as a genre has always been its capacity to offer a version of the present in allegorical form, a vision of the world which, as Fredric Jameson (2003: 105) put it, ‘sends back more reliable information about the contemporary world than an exhausted realism’. Read in this fashion, the Stargate franchise has profound things to say not about distant planets or alien overlords, but about the highly globalized Digital Age in which we live. The franchise’s central conceit, the existence of a fictional Stargate network which, through the transformation of physical matter into data, provides instantaneous travel across interstellar distances, reduces the galaxy itself to an analogy of the global village. Indeed, the prevalence of actual villages depicted on the majority of planets visited by the protagonists of Stargate SG-1 (Canada, 1997-2007) and Stargate Atlantis (Canada, 2004-2009) pleasingly conflates Marshall McLuhan’s twin metaphors of ‘Global Village’ and ‘Gutenberg Galaxy’ into something new: the Galactic Village, a constant reminder of exactly how Stargate travel collapses distance, and, on occasion, time (McLuhan 1962: 31). This head-on collision of globalization and digitality is, moreover, a dramatization of the kinds of time-space compression, cultural flattening, and associated US-centrism brought about by the increasing pervasiveness of the internet in people’s lives. Indeed, one of the more surprising elements of Stargate SG-1 is how literally it manifests the concerns of the millennial moment, how it predicts and engages with technological change as well as the accompanying economic unease, and how it suggests the manner by which these upheavals were received and processed by its original audience.
Airing a total of 214 episodes across ten seasons (along with two direct-to-DVD movies), Stargate SG-1’s longevity and cultural impact has earned it comparisons with series such as The X-Files and Buffy the Vampire Slayer, along with critically acclaimed series displaying ‘strong fan groups and healthy DVD sales’ such as Babylon 5 and Farscape (Beeler and Dickson 2006: 2). ‘Only the UK’s apparently immortal Doctor Who and Gene Roddenberry’s constantly reincarnated Star Trek franchise have exceeded the staying power of Stargate SG-1 and its offspring’ (ibid.). Extant critical work on the Stargate franchise has critiqued how it utilizes the ‘alien as ancient god’ imagery and how it draws upon the ‘pseudoarchaeological theories of Erich von Daniken’ (Hiscock 2012: 169, 170). Some, like Jan-Johnson Smith in American Science Fiction TV: Star Trek, Stargate, and Beyond (2005), have examined the show’s ‘clear militaristic leanings’ (9). Others have engaged with episodes in intriguing if niche fashions, such as reading them as objects of mathematical curiosity (Evans and Huang 2014: 252-262). Yet only rarely does the development of late 1990s digitality appear in criticism of the franchise and, when it does, it is primarily in connection with real-world production issues or online fan communities. Jan-Johnson Smith’s (2005) discussion of digitality is concerned solely with matters of special effects and commuter-generated imagery. Rachel McGrath-Kerr’s essay in Reading Stargate SG-1 (2006) discusses the interaction of female viewers with the character of Samantha Carter ‘through fan fiction and online discussion’ (McGrath-Kerr 2006: 200). Meanwhile, Jo Storm’s Approaching the Possible: The Worlds of Stargate SG-1 (2005) acknowledges the show’s production during a time of increasing ‘inclusion (some might say intrusion) of the internet in our lives’ and how online culture was important to the development of Stargate fandom, leading to a way ‘of looking at television series that has never before been possible’ (100). That said, while Approaching the Possible frames SG-1 as ‘not only an escapist adventure series, but also a kind of mirror,’ Storm’s discussion of the show’s engagement with digitality limits itself to how episodes such as ‘Ascension’ (5.3) were written in response to ‘fans on the internet […] asking to see more about the characters’ personal lives’ (100, 301). 
Nonetheless, the origins and development of the Stargate franchise’s core themes, and those of Stargate SG-1 in particular, are impossible to separate from the collision of digitality, the internet, and online culture with the forces of globalized capitalism in the late 1990s and early 2000s. In that respect, the franchise is proof of the widely held maxim that science fiction is always about the time in which it is written, for ‘what is perhaps most interesting about the series is that it is set in the present’ (Holloway 2008: 186-187). Its protagonists are ‘ordinary humans, not emotionally advanced, future humans with better education and technologies’ (ibid.). The creators behind the show have stated that this was a deliberate consideration during the development of the series. As executive producer Brad Wright (2009: 310) says: 

‘As wonderful as the Enterprise is as a means of transporting the characters and the audience from adventure to adventure, [the] Stargate is capable of doing that for the audience in the here and now [my emphasis]. It’s people from our world in the 20th-21st century, simply stepping into the gate and embarking on an adventure to another world.’ 

Much like the user of the early internet sitting in front of their computer screen, Stargate technology allows the show’s characters to ‘encounter a wide variety of civilizations, both primitive and technologically far advanced—situations that also challenge them to respond humanly even as the franchise heavily employs the genre’s emphasis on wonder to reflect on our cultural attitudes toward the other’ (Telotte 2008: 25). Stargate’s creators thus draw not only ‘upon the audience’s underlying cultural knowledge’ but on their day-to-day experience of digitally transformative technological change and the accompanying economic ramifications which were only becoming apparent at the time (Beeler 2008: 279). 
The overarching narrative which SG-1 ultimately presents is therefore one of global capitalism in conflict with a philosophy firmly rooted in digitality, that being the condition of living in a digital culture. Throughout the series, the residual elements of feudalism inherent in capitalism inform the actions of the parasitic Goa’uld System Lords (and, for that matter, several hostile elements of humanity), however the ultimate hegemony of these aliens is repulsed by the influence of the Ancients, the benevolent race who originally constructed the Stargate network before learning how to ‘ascend’ to a state of pure energy where they share ‘knowledge and information, understanding on a level’ well beyond that of Humanity or the Goa’uld (DeLuise 2005a). That this is in effect the central conflict underpinning Stargate SG-1 is evidenced not just by notable episodes such as ‘Absolute Power’ (4.17) and flashpoints such as ‘Full Circle’ (6.22) and ‘Lost City’ (7.21 and 7.22), but by the climax of season eight’s ‘Threads’ (8.18), an episode where, as the title implies, the writers and producers concluded ‘almost every story thread that wasn’t wrapped up’ with the semi-Ascended Goa’uld Anubis (various actors) locked in eternal struggle with the Ascended Ancient Oma Desala (Carla Boudreau, Mel Harris) (Mikita 2005). The effect of ‘Threads’, one of the final episodes of what was nearly SG-1’s final season, is to emphasize just how Goa’uld and Ancient ideologies are polar opposites: globalization, embodied by a cackling madman bent on galactic domination, is a form of evil; digitality, represented by a wise, smart-alcky woman roused to the use of her astronomical potential, is an expression of wisdom and virtue.
Given its origins in the earliest stages of contemporary digitality, it should come as no surprise that the Stargate franchise, from the beginning, offered viewers a commentary on and a means of understanding the breakneck infiltration of the physical by the digital which defines the contemporary information economy. With the SG-1 pilot airing just eight weeks before the domain name for Google was registered, and a little over two years after Nicholas Negroponte coined the term ‘digitality’ in his study Being Digital (published in 1995, only a few months after the theatrical release of Emmerich and Devlin’s original Stargate film, on which the series is based), the Stargate franchise is enviably placed among recent popular cultural phenomena to reflect the ongoing and enabling changes digitality has wrought throughout society, technology, and communications. Certainly it is possible to discern the unique combination of factors responsible for digitality’s success at the most basic level of SG-1’s construction. For instance, Manuel Castells describes the Internet as having been born through the ‘unlikely intersection’ of science, military, and libertarian cultures (with ‘libertarian’ used by Castells in its European tradition of ‘a culture and ideology based on the uncompromising defence of individual freedom’ and not, as ‘in the US context’, indicating ‘a systematic distrust of government’) (Castells 2001: 17, 33). On Stargate SG-1, this intersection occurs with the first meeting of genius astrophysicist Samantha Carter (Amanda Tapping), decorated Air Force special-ops officer Jack O’Neill (Richard Dean Anderson), and gifted archaeologist and linguist Daniel Jackson (Michael Shanks) in the pilot of SG-1. Which is not to diminish the role played by fourth series regular Teal’c (Christopher Judge); in fact a determining factor in the SG-1 team’s success defending Earth from the Goa’uld, as noted by Carter on meeting her double from an alternative universe in ‘Point of View’ (3.16), is Teal’c’s presence on the team. Yet it is only through the intersection of the scientific, the military, and the libertarian – through the cooperation of Carter, O’Neill, and Jackson – that they and the viewer encounter a paradigm-changing perspective, that of Teal’c. As a Jaffa, Teal’c is an augmented Human with abilities above and beyond the baseline, along with a knowledge drawing on experiences from across the Globalized Galaxy. He is, in effect, the killer app (or to paraphrase the show’s parlance, the warrior app) though which the other characters are able to fully utilize the seemingly limitless possibilities of the Stargate network.
The success of the series has long been ascribed to how ‘the different backgrounds and goals of the SG-1 team allow for significant innovation, as they react differently to the common dilemmas presented each week’ (Beeler 2008: 272). However such synergy is better read as a direct analogy of what Castells (2000) called the ‘Network Society’ (Castells 2000: 60). It reflects the opportunities of a digital economy with ‘the capacity to work as a unit in real time, or chosen time, on a planetary scale’ (Castells 2000: 101). The impact of Stargate travel further conforms to a condition whereby ‘the flows of information, and the handling, assessments and decisions made on the basis of information, decisively alter previous ways of life’ (Webster 2001: 5). Such a notion, even as SG-1 premièred in the mid-1990s, was still unbelievable enough to many people that it could – after being made strange, in the sense of Darko Suvin’s cognitive estrangement – offer a means ‘for exploring the novum’ – or the ‘new thing’ – of the internet and so provide the foundation of a successful Science Fiction series (Suvin 1979: ix). Digitality’s ‘strange newness’, depicted in early episodes of SG-1 as a sense of bewilderment experienced by travellers passing through the Stargate, further gestures towards the ‘intense phase of time-space compression that has had a disorientating effect and disruptive impact upon political-economic practices’ which David Harvey (1990: 284) identifies in postmodernity. Thus throughout the first few years of SG-1, processes we take for granted nowadays such as conducting ‘a timeline Boolean search’ (a straightforward search engine query employing Boolean operators such as “AND/OR”) are depicted as so unbelievable that they could be little else but Science Fictional in nature (Corcoran 1999, Gereghty 2001). Equally, the occasional instability of the Stargate wormhole speaks to the cultural insecurities of the era: can the new technology which networks the world together truly be relied upon? Do its operators have any idea what they are doing or are they just learning how to use it as they go along? In that way at least, the technobabble of Stargate – remarkably consistent throughout the development of the franchise (as compared to, say, that of Star Trek) – makes consistent and obvious reference to the digital networks beginning to transform the globalized world. 
Take, for example, Negroponte’s (1995: 12) primary characteristic of digitality: a transition from the delivery of atoms, meaning physical products, to the ‘movement of weightless bits at the speed of light’. In practice, the Stargate provides almost exactly this kind of communications technology, albeit one which has overcome the disparity between atoms and bits for, in the case of the Stargate franchise, there is a conflation of matter and information. Stargates are ‘dialled’, following which a ‘connection’ must be made. Those travelling through a Gate’s event horizon are then dematerialized, their physical form converted into information, even being held momentarily in a ‘memory buffer’ by the receiving Gate before their ‘ones and zeros’ are ‘reconverted back into the matter’s original form’ (Woeste 2002). As Carter explains, ‘the Stargate has massive amounts of memory inside,’ it stores the pattern of anyone or anything entering ‘to make sure it has all the information before it reassembles the object or, in our case, a person’ (ibid.). Atoms become bits which become atoms again and, in this manner, an individual can journey from one side of the Galaxy to the other in an average time of 3.2 seconds (Woeste 2006). Like the modern Internet, the Stargate network is also an incredibly flexible system. Any Gate ‘can act both as source and sink’; it can be ‘where the signal comes from’ and ‘where the signal goes’ and so the system eschews outdated distribution hierarchies in the same way digital culture does (Negroponte 1995: 180). With the journey from one world to another usually depicted as stepping through the wormhole’s event horizon, the buffer aspect of Stargate technology is not often laboured (‘48 Hours’, 5.14,  being a notable exception) however it is implicit in every episode and is, as Jackson describes it, ‘Gate travel 101’ (Woeste 2002).
Seen in this light, the protagonists of SG-1 are at the forefront of a digital revolution sweeping through a universe which runs on capitalist, globalized principles, and the tension resulting from this provides the Stargate franchise with much of its distinctive flavour. For though it is clad in the generic guise of Military Science Fiction, the conflict between the Humans of Earth and the Goa’uld is an Information War, a consequence of inequality between the initially information-poor Human race – known galactically as the Tau’ri – and the information-rich Goa’uld System Lords, the latter with an understanding of the Stargate network, knowledge of hyperspace travel, and access to advanced technologies scavenged and plundered from around the galaxy. On an immediate level, this disparity mirrors that between the rich and poor nations in the early decades of the digital age, the ‘global digital divide’ which exists as a result of how ‘the internet has developed unevenly throughout the world’ (Guillen and Suárez 2005: 68). A surprisingly subversive interpretation of SG-1 in particular emerges when one reads the series protagonists – a U.S. military unit – as an information-poor party in ‘so far over our heads that we can barely see daylight’ (Azzopardi 1997). The most powerful nation on Earth represents a world which, throughout much of SG-1’s run, is numbered amongst the undeveloped civilizations of the galaxy, an inferiority reinforced by the constant reference to the Tau’ri  as ‘young’, ‘primitive’, or ‘technologically infantile’ by cultures such as the Nox, the Tollan, and the Tok’ra. Thus, at its most basic, much of the narrative of Stargate SG-1 depicts an effort to bridge this ‘gap of development’ through the acquisition of ‘scientific and technical information’ (Sweeney 1983: 1). In the process, the series touches on a great many aspects of technological progress and the way modern communications systems seem to ‘banish distance’, the most obvious of which is the wormhole network itself (Connell and Marsh 2011: XIV).
As explained in the 1994 film on which the television series is based, determining the address of a Stargate is analogous to finding ‘a destination within any three dimensional space; you need six points to determine the exact location’ (with a seventh point, ‘a point of origin’, necessary to ‘chart a course’) (Emmerich 1994). In the highly interconnected narratives of the Stargate universe, galaxies themselves are information spaces and travelling through them via wormhole is essentially a hypermedia experience. It therefore comes as no surprise that early metaphors for Stargate operations are drawn squarely from the language of telecommunications: ‘What happens when you dial your own phone number?’ Daniel asks in the episode ‘Solitudes’ (1.18) as a means of describing the difficulties of connecting to one’s own Stargate address from one’s home planet (Wood 1998a). Equally, adding another symbol to the six-symbol address will contribute ‘a new distance calculation to the existing points, kind of like dialling a different area code’ and thereby allowing intergalactic travel (Warry-Smith 1999). Paired with each Gate is a Dial Home Device (DHD) and though it may appear to be nothing more than an elaborate keyboard, various episodes of SG-1 and Atlantis have demonstrated DHDs to be sophisticated routers capable of processing vast amounts of data and even of ‘interstellar call forwarding’ (DeLuise 2005b). Systematized Gate addresses used to travel the network are, essentially, a fictionalized form of IP addresses, and though Gates are dialled with pictorial representations of constellations rather than with recognizable alphanumeric symbols (a touch of exoticism suggesting the pictographic texts of the ancient middle east), it is revealed in ‘Lost City’ that ‘each symbol on the Stargate has a corresponding sound so that it can be spoken aloud’ (Wood 2004a). In this way, a Gate address such as  can be shared more easily as ‘Proclarush Taonas’, the real place and the virtual space collapsing in a way which prefigures the manner in which websites are now thought of as destinations in their own right and a dot-decimal IP address – a string of numbers and periods – is more familiar to us as a human-readable, human-sharable address such as, for example, www.Google.com or simply just Google (ibid.).
Expanding from this, the Stargate franchise frequently draws plots and conflicts from exaggerated concerns of the Digital Age, offering an oblique comment on the frenzy with which identity theft and computer viruses are often dealt with by the media and the less tech-savvy members of society. Personnel assigned to Stargate Command have, for example, often found that identity theft is a quite literal problem (examples include the episodes ‘Cold Lazarus’, 1.07, ‘Tin Man’, 1.19, ‘Foothold’, 3.14, ‘Double Jeopardy’, 4.21, and ‘Fragile Balance’, 7.03, to name but a few). Meanwhile, the interconnectivity of the Stargate network, though generally portrayed as a strength, also hides vulnerabilities such as those which occur in the episode ‘Avenger 2.0’ (7.09); taking advantage of the ‘correlative update’ subroutine in the network’s DHDs – a program which enables the Stargates to communicate with each other and share new coordinates to compensate for stellar drift – the System Lord Ba’al (Cliff Simon) introduces a computer virus into the system which scrambles the entire Milky Way Gate network in much the same way contemporary malware such as ‘Flame’ has recently been used for cyber sabotage against foreign nations (McElroy and Williams 2012). In fact, one of the few aspects of digital maliciousness which Stargate has not dealt with is the issue of spam, though the Goa’uld have occasionally conducted what we might term ‘Denial of Service’ attacks on Earth’s Stargate (manipulating the protocols associated with communication requests as Apophis did when his ships brought a second Gate and DHD to Earth’s coordinates in ‘Within the Serpent’s Grasp’ (1.22) or overloading the system, such as Anubis’s attempt to detonate the gate through a destructive build-up of energy in ‘Redemption’, 6.01).
This metaphorical indebtedness to developments in real-world information processing and communications capabilities is continually hinted at throughout Stargate SG-1. For instance, though scientists have been working on the mysteries of the Gate for many decades (dramatized in episodes such as ‘The Torment of Tantalus’, 1.11, and, more recently, in the webseries Stargate: Origins, 2018), it is only the advent of sophisticated computer technology in the mid-1990s that makes exploration of the Stargate network a viable endeavour. Additionally, the ‘Iris’ of Earth’s Stargate, just like the shield protecting that of Atlantis, is the epitome of a firewall, a ‘gatekeeper of sorts’ controlling the flow of information – in this case digitalized travellers – from one world to another (Negroponte 1995: 45). Crucially, SG-1’s search for ‘technologies we can use to defend ourselves’ also charts a societal change in Earth’s attitude regarding the increasing presence of digitality in our lives, something which the contemporaneous setting of the series makes difficult to ignore. In early episodes, such as Season Two’s ‘The Gamekeeper’ (2.04), digitality is portrayed as a kind of menace or a trap, an ‘advanced creation being pumped into our minds’ with the characters’ brains ‘hooked up like computers to some kind of network’ (Wood 1998c). By the time of Season Eight’s ‘Avatar’ (8.06), however, the virtual world of ‘The Gamekeeper’ has been back-engineered for Human use in an excellent example of how Stargate Command acquires alien technology and hybridizes it with that of Earth. In this case, the storyline focuses – as much mainstream media did at the time – on digitality’s potential to empower and educate undeveloped areas in response to the threat presented by the show’s agents of capitalist globalization, the Goa’uld. ‘Avatar’ presents a combat simulation developed by SGC scientists in order that personnel might better prepare for a Goa’uld incursion. Whereas ‘The Gamekeeper’ treated the consciousnesses of people themselves as ‘software’ in a scenario which stressed the fiction in Science Fiction, ‘Avatar’ is, relatively speaking, a much more realistic depiction of immersive computer environments as ‘a viable, virtual reality training tool’ with a ‘graphic representation’ analogous to contemporary video games such as (to use Teal’c’s example) Def Jam Vendetta (Wood 2004b). O’Neill’s first words to Teal’c as he emerges from the latter’s initial VR experience, repeatedly referred to as a ‘just a game’, are ‘was it fun?’ (ibid.). Nevertheless, even mature digitality is not without its attendant risks, specifically Teal’c’s refusal to give up and stop playing, something which serves as an oblique comment on the kind of extreme video game usage which can actively interfere with a gamer’s daily life.​[1]​
Yet while the ‘Gamekeeper’ device is a firmly digital experience, the most obvious instances of SG-1 attempting to bridge the information gap between Humanity and the Goa’uld occur in the sphere of military hardware. The new and superior technologies which the team acquires in this field are intended to be effective against what might be thought of as the current ‘capitalist hegemony over space’ in the Globalized Galaxy (Harvey 1990: 303). The effect of this is to problematize many of the protagonists’ actions and goals, rendering their most conspicuous success stories at least notionally antithetical to the ideology of digitality which underpins the existence of the Stargate network to begin with. Storylines such as Earth’s quest to construct interstellar vessels are illustrative of a central tension throughout the middle period of the series in particular, an anxiety generated by residual globalist energies within the heart of emergent digitality during the timeframe of the show’s production. Manifesting as a response to the malign influence of the Goa’uld, this tension ensures that not all technological progress on the series is necessarily forward, or one might say as far forward as understanding the Stargates.
Like the fax machine, a ‘serious blemish on the information landscape’ largely derived from ‘image-oriented’ Japanese ‘culture, language, and business customs’, the Hyperdrive technology portrayed on the series is a ‘step backward’ from the ideological principles and simplicity of Gate travel (Negroponte 1995: 188). Many seasons of SG-1 are spent in pursuit of Hyperdrive engines, a faster-than-light propulsion technology utilized by a number of the show’s interstellar or intergalactic civilizations as an alternative to Stargates. The US Air Force eventually acquires such devices through the reverse-engineering of captured Goa’uld vessels and, the hybridization of human and Asgard technology. The result is Earth’s first true starship, the Prometheus, a vessel which is appropriately named for what Earth seeks to steal from the (false) gods is firepower. Though popular with fans, craft such as the F-302 interceptor, the Prometheus, and the later Dedalus class battle cruisers are emblematic of how, as the series progresses, Humanity’s position with regard to the philosophies of the Goa’uld and the Ancients becomes less and less clear cut (and, one might conclude, more beholden to pre-existing and conventional notions of the space opera genre, this being made explicit in O’Neill’s initial request to name the Prometheus the Enterprise) (Mikita 2002). 
In many respects, Hyperdrives are among the least digital aspect of the Stargate mythology. The technology is one prized by ruling elites – be they the Goa’uld or the US military – as manifestations of antiquated force projection doctrines. They are valued for reasons of national (or planetary) prestige and military might more than elegance or cooperation, the chief advantage of hyperdrive engines being that one can ‘take the fight to the enemy’ (Mikita 2004). Capital ships and battle cruisers such as Prometheus and Dedalus, along with Goa’uld motherships, can act as mobile launch platforms for fighter craft, deliver massive numbers of troops, and even subjugate whole worlds from orbit. Moreover, on Stargate as on much genre television, starships serve as a ‘symbol of science fiction’s colonial expansion’ and the existence of hard power assets such as these runs counter to the apparent intentions of the Ancients that the interstellar community come together in peace and digital cooperation (Parrent 2010: 39). This attitude is apparent in, for instance, the shipbuilding practices of the Ancients themselves who, in peacetime at least, adopt an approach of starfaring en masse: ‘city-ships’ with distributed systems and living quarters throughout an internal volume equivalent to that of Manhattan, such as the city-ship of Atlantis, which is capable of transporting an entire community as a community. 
Atlantis itself serves as an expression of the highly networked Ancient civilization, the very definition of Castells’s ‘network society’ extensively comprised of ‘informational labour’, a digital age class defined as ‘the creators, designers and disseminators of information flows [..] those who think, plan, and conceive in situations of great uncertainty’ (Webster 2001: 6).​[2]​ A more apt description of the Ancients would be difficult to come by, as would a better example of their digital ideology. A living space as much as an intergalactic technological marvel, Atlantis utilizes transporter booths for instantaneous internal travel (so, again, the conversion of physical matter to information and back again), along with wireless interface designs such as the ‘control chair’ which responds to the occupant’s thoughts and is initiated by the so-called Ancient Technology Activation gene which comes to prominence in SG-1 and Atlantis during the real-world popularization of Wi-Fi availability. A clear response to developments in the personal computing and communications arenas, the linkage of human minds with technology is a hallmark of the Ancients and cements their position as Stargate’s most powerful advocates for digitality even before their ascension. Throughout SG-1 and Atlantis, much of their technology interfaces directly with the operator and, while outright cyborgization has never been characteristic of the Stargate franchise, the subject of mind/machine connectivity is one which occurs again and again as a means of subverting hierarchical capitalist constraints on information. The downloading of the Ancients’ database into O’Neill’s brain in both ‘The Fifth Race’ (2.15) and ‘Lost City’ (7.21, described with a ‘computer analogy’ by Dr. Fraiser, is probably the most prominent example: ‘Your hard-drive has been filled with information,’ Frasier tells the Colonel, and while it ‘is written in a language your computer doesn’t understand,’ the point is still clear: For the Ancients, a civilization and its information were – if you’ll pardon the pun – virtually indistinguishable (Warry-Smith 1999). It is after all no coincidence that the Asgard, allies of the Ancients, demonstrate a similar philosophy in ‘Unending’ when they decide to give Humanity ‘everything we have… and know’ (Cooper 2007). What is more, the relationship between the Ancients and the Asgard, two of the most advanced species in Stargate mythology, was itself one based on the most digital of all concepts: the free sharing of information, much of it of a technical or scientific nature. By contrast, the capitalist-inflected Goa’uld ‘do not share technology’; they hoard information and clash constantly over the control of physical space (Gereghty 2001).
In fact the Goa’uld practise a kind of capitalism which should be recognizable to anyone in the early twenty-first century, one which has ‘overcome the limits of time and space’ through, in the fictional case, abuse of the Stargate network’s communications infrastructure itself (Castells 2000: 101). Colonel O’Neill himself implies the capitalist analogy by comparing Earth’s adversaries to the preeminent unscrupulous businessman of his favourite television series, The Simpsons (United States, 1989-present): ‘It’s the perfect analogy,’ he says, ‘Burns as Goa’uld’ (Wood 2004a). Spurred on by the collapse of spatial barriers, the System Lords are able to transfer labour, raw materials, and military power throughout their interstellar fiefdoms in mere instants. Stargate travel allows for a radically transformed relationship between space and time of a kind which permits the Goa’uld to profit in the former through a reduction in the latter. Nevertheless, the hegemonic aspirations of Goa’uld pseudo-capitalism are held in check by the open access philosophy of the Gate-builders, the Ancients. Anyone can use a Stargate as long as they possess a valid destination address and, though in some cases Gates have been relocated to secure military insulations (for example Earth’s Gate, operated on a ‘covert, top secret basis’, along with many of those on worlds controlled by Anubis), the majority remain exactly where the Ancients deposited them: available to all and, especially in the Pegasus Galaxy, enabling exchange of goods and ideas in the truest possible sense, day-to-day economic activities unrestricted by the ‘hundreds of protocols, declarations, and articles that constitute free trade agreements’ on Earth (Yúdice 2003: 214; Azzopardi 1997). It is therefore clear that, just as it draws on the language of telecommunications to reflect our increasingly networked society, Stargate’s technobabble also echoes the globalized world in which the emergent Information Age is embedded. Not that this should surprise the viewer for, ‘as capitalism’s primary “value system” becomes “dematerialized”, so cultural texts seem to reflect “the dissolution of the material representations of value”’ (Connell and Marsh 2011: 2). What could therefore be more appropriate than a cultural text such as Stargate wherein the protagonists, along with the physical objects of material value they carry and acquire, are literally dematerialized on a weekly basis? 
For their part, the Goa’uld often behave like any large multinational corporation, able to operate with simultaneous decision making in relation to material and labour process conditions galaxy-wide for, via the Stargate, a thousand light years is nothing more than a few steps. In the Globalized Galaxy, the Goa’uld are caricatures of the ultimate capitalists, ‘posturing egomaniacs driven by an insatiable lust for power. Each one capable of unimaginable evil’ (Mikita 2004). ‘Their society is feudal’ and they maintain the enslaved Jaffa as a labour class, chattel of the individual System Lords posing as ‘false gods’ (Wood 1998b). The rule of the System Lords therefore combines ‘immense economic power’ with factors officially beyond the reach of Earth’s transnational corporations, ‘factors of territoriality and control of the means of violence’ (Giddens 1990: 70). When it comes, however, ‘capital flight’ is quite literally an act of flying away, the Jaffa seizing the Goa’uld fleet for themselves and transmuting labour power into political power (Harvey 1990: 294). Yet the Free Jaffa State does not come into being on account of military might alone. Instead, Season Eight’s ‘Reckoning’ presents a Jaffa rebellion teetering on the brink of failure, not because of Goa’uld strategic competence but due to the unexpected invasion of the mechanical Replicators. Warships, Stargate’s allegorical indicator of capitalism, are of little use against digitally fluent robotic creatures able to commandeer space vessels at their ease. Consequently the series – in what could easily have been one of its final episodes – tendered its grandest gesture in favour of Ancient philosophy: Defeating the Replicators requires teamwork, collaboration between the Tau’ri, the Jaffa, and, unexpectedly, the System Lord Ba’al; and it is only through ‘the diminution of spatial barriers’ – the activation of all the Stargates in the Galaxy at once – that humanity and the Jaffa realign the hierarchy of the Galactic Village, defanging both the Goa’uld and the Replicators in a process whereby The Milky Way is rendered less attractive to the ‘highly mobile capital’ of the insect-like mechanical aliens (Harvey 1990: 295). 
For of course the Stargate network, like the internet it represents, is at its decentralised heart a ‘collaborative medium’ designed around the sharing of knowledge and in the Information Age, as Walter Wriston said a few months before the SG-1 première, ‘intellectual capital is at least as important as money capital and probably more so’ (BBC News 2005; Bass 1996). Digitality is the emergent system incubating within the decaying culture of capitalism and those who underestimate its power and do not embrace the modes of thinking it makes possible are doomed – as the Goa’uld are – to be left behind. In the Stargate universe, humanity realizes the value of cooperation soon after they unlock the Gate, with one of the earliest discoveries made by SG-1 being the ‘meeting place’ where the Ancients and the Asgard, along with the Nox and the Furlings, gathered ‘to share knowledge or discuss relations like a United Nations of the stars’ (Glassner 1997). Crucially, the model utilized by the Four Races is the exact opposite of the ‘consumerist logic’ underpinning globalization; theirs is a Galactic Village which, unlike either our Global one or the imperial version of the Goa’uld, was predicated on equality and corporation (admittedly a straightforward achievement for post-scarcity economic situations such as theirs) (Lee 2007: 506). ‘Friends share knowledge with one another,’ Daniel says in ‘The Nox’ (1.08) and, more than any military mission statement, it is this belief which informs the actions of SG-1. The team utilizes the Gate network not just as a means of retrieving alien technology but also to share Earth’s story with other races and civilizations, to make contact with foreign allies, and to coordinate resistance against the established order.
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^1	  Though Video Game Addiction was rejected for inclusion in the next edition of the Diagnostic and Statistical Manual for Mental Disorders, the psychological effects of reward and reinforcement associated with extreme overuse of computer games has led many in the field to draw parallels with psychological disorders such as compulsive gambling and impulse control disorder. See Mark Griffiths. ‘Online video gaming: what should educational psychologists know?’. Educational Psychology in Practice, 26:1 (March 2010). 35-40.  
^2	  This sketch of ‘informational labour’ is provided by Webster in his discussion of Castells. 2001: 6.
